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1) Plug the power cord Into appropriate receptacles; turn the 
rear panel power switch on. 

2) Connect the LEFT or RIGHT (or both) outputs to an amplifier or 
miver. Additionally, each drum haa a aeparate output that can 
feed external aixer. 

3) Turn op the VOLUME Ifnob, This is the maater volume for the 
left and rifiht outputs. In the HIXER section of the front 
panelf the lower row of sliders varies the drum volumes in the 
stereo saix. Tlieae fader s do not affect levels on the 
individual outputs. The upper row of sliders (with the 
shorter travel) pan the drums in the stereo ml*. For a mono 
signal, place the center-detecited sliders in mid-position . 

PLAIING THE INDIVIDUAL DRUMS AHI) PERCUSSION? 

DruBi buttons are situated in the lower left portion of the front 
panel. The printing belgw eacti button describes the instrument 
you hear when that button Is pressed. Some instruments have mere 
than one volume ^ permit ting programmable dynamics: SMRE has 
three; &ASS, HIHAJ, CABASA, TAHB0UR1T1E, and RIDE CY>1BAL all have 
two. The higher the number. the greater the programmed volume. 
In addition to the two levels of closed hihat, there is an "open" 
hi-hat. Pressinft the "closed" hl-fiat shortly after pressing the 
"open" hl-hat Immediately closes it off. 

The uDoer row of drum buttons has a dnal function. When 
PERCUSSION is presaed. a corresponding light goes on to indicate 
the upper row now plays the percussion sounds printed above the 
buttons* To return ttiese eight buttons to their original drum 
set functions (printed beneath the button), press PERCUSSION 
again. The FERCUSSIOR light will go out. Note that only the 
function of the buttons ia shared — ^percussion sounds and drum set 
sounds uill play aiwuItaneoLialy In a rhythm pattern, PERCUSSION 
may be accessed at anytime — playing, recording or stopped. 

TUNING THE DRUMS: 

The snare, sidestick snare, toms, and congas may be tuned 
appro); inately one octave by the knobs In the TUNING section. A 
control Is also provided to adjust the decay time of the closed 
Hlhat (Hlhat 1 or Hlhat 2), This may be adjusted while playing 
to simulate different pressures on the hihat pedal. All other 
druras are not tunable, 

PLAYIKG THE PBE-SET HHJTHH PATTERNS: 

LlnnDrum holds up to fl? separate rhythm patterns in menory. Find 
the buttons labeled 1-7 *ilthin the CREATE RHYTHM PATTEBN/SONG 
section On the front panel. Rhythm patterns are numbered using 
these seven digits In any paired coiQbination . For example, the 
lowest numbered patterns begin with 11, ^2, 13, ^'i, 15, 1fi, 17, 
The highest numbered posBibillties are 7', 73, 73, 74» 75, 76, 
77. Therefore, there are seven groups of seven combinations 
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each, or tl9 poaaihle pattern numbers. The first ^5 patterns 
<tFio3e with 1-5 aa the first digit) contair pre-aet patterna 
loade<l in at the factory. 

LinnDrum functions In t«o different modes: "PATTEEN" and "SONG," 
"Pattern" mode Is used to create or play rhythm patterns. "Song" 
mode la used to create or play boobs. When power is turned on, 
LlnnDrum is always In "pattern" mode. FiT)d the button «ith SOKG 
printed above It, Hnd PATTEflH printed belo«. The corresponding 
light indicates the rnofle LlnnDrum is currently In. Push the 
button once, and the light switches to the other node. The row 
of seven buttons to the right of this button are dual function, 
with the function related directly to what mode is In affect, 
Hheti in "pattern" mode, the buttons facilitate the functions 
printed below the buttons. In "aong" mode, the buttons 

facilitate the functions printed above the huttona. 

to play a pattern: 

IJ LlnnDrum niuat be In "pattern" node (the light correapondlng to 
PATTERN ia lit). Type in a two-digit number among the pre-aets 
(one with 1 thru 5 as the flrat digit). Your entry »/ill be 
reflected in the PATTEHHJ display. 

2) Preas PLAT/STOP, and the druns will play. If not, re-read 
prior inatructiona for something overlooked, 

3) To stop, press PLAY/STOP again. The PLAT/STOP light will go 
out. 

WOTE: You nay type in another pattern nunber while LlnnDrun plays 
the present selection. The new pattern begins playing as soon as 
the previous one haa finished, 

C ^EATIMG ¥00 H Q^ BHYTHH P^TTEBNS 

1> Check that LlnnDruoi ifl in "pattern" mode. Initially, select 
an empty pattern number beyond the pre-sets (i.e., one with 
"6" or "7" as the initial digit), A pattern number la empty 
If, when PLAY/STOP is pressed, LlnnDrum "beeps" once, and 
blinks momentarily. Tf the PLAT/STOP light stays on, even if 
there la no sound, aotne length has been reserved under that 
number, and therefore It is not completely empty, 

2) find the button with BSCORD printed beneath it. Hold down 
REGOETD, and press PLAT/STOP. You'll hear ^/^ note metronome 
clicks. If not, recheck the master volume and sliders and try 
the above again. After every eight clicks, a louder tllck la 
heard and the PLAY/STOP light blinks. This Is the downbeat of 
a two-measure, 4/4 time repeating "loop" f the automatic 
aetting whenever you begin recording a new pattern). Both 
length and time aignature can be easily adjuated. See the 
aection: "Changing Pattern Length and Time Signature." 

3) Use the TEMPO Itnob to achieve a comfortable pace. Slow down 
as much as you wish uhen entering a compleiL rhythm, then 
return to the optimum tempo to listen bact to it, 

fj) Hit any drum button, in time with the click, until you come to 
top of the repeating "loop." The rhythm on that particular 



drum l3 now established. You oiay continu? to "overdub" other 
drums and percujalon ss much ss you like. 

5) ?res3 PLAX/STOP when you are finished. This pattern la no« 
stored (even with pouer off) under the PflTTETJN I you selected. 

6) To play the rhythm pattern, preas PLAY/STOP. The wetronooie 
disappears In playback mode. Press it again to stop. 

To add more drums to your new pBttern^ simply repeat the above 
steps. Fte-enterirg "record" mcd-e dees net erase anything from a 
selected pattern; rather, It allows you to "overdub" on the 
existing rhythm. 

HQTF ! The pattern you recorded ney sound better in playback than 
what uas actually entered. This is because LinnDrum Is 
automatically set to correct tlning errors tc the nearest 1/lfi 
note. Adjustments tc this are explained in the section: "Error 
Correct," 

CflLTTIOH : Despite LinhDrum's laree internal memory, eventually it 

is possible to run out of memcry while recording. If this 

happens, LinnDrum Hill atop recorainR, the PATTEHN* display will 

blink on and off, and begin "beeping." See the section: "Out of 
>1emory Error, ■ 

TCHPO: 

If you want to find out the current terapo setting In beats-per- 
minute, hold down the BPH/TRIGGER button. If the tempo ia less 
than 100 BPH , it will read-out In the PATTERN* display. Tf the 
tempo is greater than 99 BPH (therefore necessitating three 
digits), the first digit appears in the STEPI/trtEH display and 
the following two digits appear In the PATTERH f diaplay. Beati- 
per-'mlnute can be displayed while playing or stopped. 

AVAILABLE HEHORT CHECK: 

OcCBsicnally it is wise to check the "space" available for 
recording rhythm patterns, to avoid "out- of -memory error," 
Although LinnDrum has a capability of 49 rhythm patterns, it is 
possible to exhaust the memory before all are utilized. Memory 
is consumed by the length and compleicity of the drum patterns, 
rather than the actual number of patterns. 

To check on memory available: 

LinnDrum must be In "pattern" mode. Hold the RECORD button, and 
observe the number displayed in STEPJ/»MEH (the upper read-out). 
This indicates the percentage of memory available for programming 

patterns or songs. The maximum number displayed is 99 (percent), 
With all data fully erased. 

OUT-OF-MEHOHY ERHOR (What to do If the PATTERM display starts 

blinlfing): 
If uhile recording, copying, or loading data from tape, the 
PATTERN I display begina blinking, and the unit repeatedly 
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'fbeepBt" V°" nmat: 

1) Stop the blinking by preaaine PLAl/ETOP. 

2) ErBES unnecessary pBtteroa to pcDviQe room for the current 
ones. You nay uiEh to store some patterns first for later re- 
losd. See the section, "Casaette Tape Storeee." 

F-Hasma BH^THH pittf.ri^ mia 

HHythas can be selectively edited In four ways. These procedures 
all utilize tne ERASE button, which functions only In pattern 
mode . 

1) TO EBASE AH EMTIHE PAITEHN: 

Hold EBASE, and type In the t-0-dlslt number oi the pattern to 
be erasefl. LlnnHrura ulll "Deep" to '.erlfy erasure. Now, if 
that pattern nunber is typed in, and PLAY/STOP is presaed, 
LinnDrun will -beep" and the PLnf/STOP light -ill momenlarily 
blink, indioatine it is completely empty. 

2) TO ERASE ALL OCCUHREBCES OF A SPECIFIC DSUM THfiOUOHDUI A PAH- 

TT^in AT? T^AT^FT?IJ' 

Type In the two-digit pattern number. Hold ERASE, and press 
any button of the instruirent you want to erase. LinnDruB "ill 
■beep" to verify erasure. 

3) TO ERASE A DBUM AT SPECIFIC POINTS WITHIN A PATTERN! 

Type in the two-digit pattern number, and enter record Chold 
do-n RECOBD, and press PLAV/3T0P). ;*ith the pre-recorded 
pattern playine, hold down ERASE, then press the button of the 
desired drum to be erased precisely at the momentis) In the 
pattern It should be deleted. 

liMELE: To erase a cowbell from the second measure "f = Jwo- 
bar pattern, enter record, then simply hold ERASE and COHBELL 
simujtaneoujly during the second measure only. 

«) TO COMPLETELY EBASE ALL DATS IN LMNIIRIIH; ^,,,,,ttv 

Hold ERASE, and press LOAD (the button located under CASSETTE 
on the front panel! . LlnnDrum will "beep" tc verify erasure. 

COPY FIIWCTIQMS 

COPYING AN EXISTING PATTERN (AS IS) OH TO ANOTHER PATTERN NUHBEB: 

1) LlnnDrum should be in 'pattern" mode. Hake sure the number 
you are copying iDlfl is fully erased (hold ERASE, and type in 
the two-digit number being copied la). 

2) Type in the two-digit number of the pattern to be copied trom. 

3) Hold COPY. and type the tv-o-dlgit number tc be copied is- 
LinnDrum will "beep" to verify a successful copy. Both 
pattern numbers now contain identical rhythms. 
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JOINIT*[J TWO P1TTEBJ(S AS OME: 

This proceflure is virtually Identical to that used for copying a 
pattern to another Ideation (described In the precediriE seotion), 
except that when copying one pattern to another location where 
rhythm data exists, UnnDrun taga (or appends) the pattern yoti^ 
are copying to ttie end nf what is already there. For instance, 

to append pattern #65 on to the end of pattern 163: 

n Type In *64, 

2} Hold down COPY, and type #63- A "heep" verifies a sueesaful 
append. Kow #63 contains Its original pattern, plus the 
rhythm from #64 immediately following It. Ttie rhythm origi- 
nally In #6ft remains intact, 

DOUBLING TK£ LENGTH OF RHYTHM PATTERNS: 

This function aliapllfies the task of doubling the length of a 
repeating pattern (a tuo measure pattern becomes four measures) 
by copying the data (if anyj which exists under a pattern number 
into a newly created second half, No data is lost, but rather a 
mirror image of the pattern (whatever the eitstlng length) is 
created and added on to the end of itself. 

1J LinnDrun must be lb pattern mode. Type In the two-digit 

pattern number. 
2) Hold COPI , and re-type the same pattern number. LlnnDrum will 

"beep" to verify the copy. 

Doubling can tie repeated any number of times (e.g.. four measures 
can be made into eight, eight into siyteen, etc.), 

CHAWCiHG ?ATTEgM LElLfinL AJllL IIH£ SlflH4XU S£ 

This function will adjust the time signature and/or number of 
measures of a pattern from the typical two-measure, VJ tlree 
formatt to virtually anything desired. This is accomplished by 
altering the length of the repeating "loop" In the selected 
pattern nuaber. 

To alter the length of a rhythm pattern: 

1) LinnDrum must be in "pattern" mode. Type in the desired two- 
digit pattern number, 

2) While holding HECOBD, press LEJ(GTH. LinnDruED has now entered 
"length" mode. This is the same as "record" mode (clicks are 
produced), except the PLAY/STCSF light blinks. 

3J At the moment yog want the pattern to start repeating, press 
PLAY/STOP. This will cause LinnDrum to stop, and the time 
which passed between pressing LENGTH and PLAY/STO? is the new 
length for the selected pattern, 

EXAHELE il: 

To create a length of one measure of 3/4: 

A) While holding HECOHD, preas LENGTH (the recording clicks 
will be heard) . 
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B) Count out thrse clicka (three 1/a noteaj. On tM fourtH 
click (the fourth 1/1 note), press PUI/3T0?. 

E1AHPLE t£" 

iTwhlle huldlng RECOBD, press LENGTH (the recording clicks 

B) coint''out*3even 1/8 notes (since LinnDrum only proOaces l/u 
note clicks, yoLi will have to count t«o 1/8 notes for each 
1/1| note click). On the eighth 1/S note, press PLAI/STOF. 
NOTE- The error correct system ulll correct any error in timing 
when PLAY/STDP is pressed. 

«) Check the new length by entering "record" mode (while holding 
8ECDRD, press PLH/SIOP). The time between the loud clicks 
(indlcatlns the start of the rhythm Pattern) should be the 
same as the time hetveen pressing LENGTH and PLJI/STOP in 
steps I?, *3 above. For example <1, the length should be 
three 1/1 notes. and for ejample tS, seven 1/B notes (three 
and one-half 1/1 note clicks). 

Changing pattern length or time sianature can he done whether a 
pattern number has rhythm data, or is empty. For instance, try 
chansihE an eiistlng t-c-ueaaure, H/l pattern -locp' to one 
measure of 7/8 by following the same steps above. When you're 
finished, the data from the first seven 1/8 notes Is retained as 
the repeating "loop," with the rest permanentlj' "chopped" off. 
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When crtatlng your own rhythm patterns, tliaing errors are 
aotornetlcally corrected in playback by the error correct 
-function, LlnnDruai aecoHpllsh-es ttiia by "oiouing" your rhythoi 
entries to the nearest 1/16 note. The error correct setting may 
be changed so that your entries are moued to either the nearest 
U8 note. ^/& note triplet, 1/16 note triplet, 1/32 note, or 1/33 
note triplet. In addition, the error correct function laay he 
defeated entirely by selecting HI (high resolution). In thla 
mode, LinnDrum will play back your drum entries e]iei7tly as they 
were recorded. When firat recording a neu rhythm pattern, 
LinnDrum automatically selects the 1/16 note setting. 

MOTE: Error correct will not affect previous recordings, only 
those about to be Bade. 

The error correct section contains seven lights labeled "l/B" 
through "HI." One of these lights will light, Indicating the 
current setting, when either ERROR CORRECT or RECORD is pressed, 
and Hill stay lit during record mode. iOne of the "timing" 
lights may also go on — ignore for now). 

To change to a different error correct setting: 

1^ Hold do^n ERROR CORRECT (the current setting will be indicated 
by one of the lights), 

2) Press the button directly below the desired error correct 
setting (these are multiple function buttons). The selected 
Indicator light will go on. 

3) Release ERB09 CORRECT. 

The error correct setting; nay b^ ^tjfineed either when UtinDrun iB 
stopped, or while recording- In addition, It may be changed any 
number of times during recording, allowing each particular 
"overdub" to a rhythm pattern to take advantage of the best 
setting. For example, the 1/16 Betting Is ideal for most rhythms 
In H/H time, the ^/i^ setting Is host when entering 1/32 notes, 
the l/ST setting Is for entering 1/fl note triplets, etc. The 
follouing describes a typical use of error correct! 

1) Select a blanL{ pattern number. 

2} Enter record mode by holdlne RECORD and pressing PLAI/STOP. 

(The "l/ie" light Mill go on Indicating that LlnnDruai haa 

automatically selected 1/16 note error correct). 
3J Enter bass, snare, and hihat parts by tapping those buttons in 

tine to the click (when the drums play back, they will have 

been corrected to the nearest 1/16 note). 
4J While still in record mode, hold down ERROR CORRECT, and preas 

the button directly below ■1/32" (the 1/33 Indicator light 

will go on) , 

5) Slow the tempo control down to a pace comfortable for enterlnn 
1/32 notes. 

6) Enter a brief 1/35 note hihat part Into your pattern (when it 
loops back around, it will play back as perfect 1/32 notes). 

7) Return the tempo control to its original position. 
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Tf record node Is entered on an existing rhythm pattern (such aa 
a pr«-get) , ERROR CORRECT will autonetloally switch to the 
setting which was originally used to create that pattern. This 
-Will insure that any parts "overdubbed" on to the pattern will 
not conflict with the eiiating parts. 

UKIHG (iDJUSIillC {IHTIHH "EfiEL") 

Thl3 function Is very useful for creating "human feel" in your 
rhythm patterns. Our reaearch into why drummers sound better than 
drum machines has led to one inportant observation: drummers 
often play their 1/16 notes somewhere betvean "even" 1/16 notes 
and "shuffled" (or "stflnBtlme") 1/16 notes. This also holds true 
for 1/6 notes. LinnDrum's timing function achicvea the same 
effect by providing sis auntie variations from straight (A>- to 
shuffle (F>. 

The current timing setting (A-F) is displayed whenever BEFORE, 
AFTEB, ERROR CORRECT, or RECOHD is pressed, and remains lit while 
In record mode. In addition, either the 1/8 light or the 1/16 
light will go on to indicate whether the timing setting (A-F} 
applies to the 1/e or 1/16 notes in the selected rhythm pattern. 
To chanse the "feel" (timing setting) of the selected rhythm 
pattern: 

1) LinnDrum must not be recording or playing. 

2) Hold flown AFTER (the enlstlng timing setting, A-F, will be 
displayed, and either 1/8 or 1/16 will be displayed to 
indicate whether you will be changing the fee! of the 1/6 or 
1/16 notes in th» pattern), 

3) Press the button directly below the desired timing setting, *- 
F (the selected light will go on and a "beep" will sound. 
Indicating the selected rhythm has been changefl) . 

HI Release IFTER (lights will go cut! . 

The following eiample will demonstrate the "AFTER" function by 
changing pre. set *11 from straight 1/6 notes to shuffled 1/8 
notes, and back again; 

I) LinnDrum should not be recording or playing. 
S) Select rhythm pattern #11 by typing: 1, 1, 
3) Press PLAt/STOP to start playing. 

Ul Listen to the "straight" 1/8 note feel. 

5) Press PLAY/STOP again to stop. 

6) Hold down AFTER (the "A" and "l/S" llgBti will go on). 

T) Press the button directly below E (the "E" light will go on, 
and a beep will sound to Indicate that the timing has been 
changed) . 

8) Release AFTEB (lights will go out). 

9) Press PLAT/STOP to start playing. 

10) Notice that the "straight" 1/8 note feel has changed to a 
"sHuffleO" 1/8 note feel. 

II) Press PLAY/STOP to stop playing. 
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^^} Hold down AFTE? (the "E" and "1/8" lights will go on). 

13) Press the button directly below A (the "A" light will go on, 
and a "beep" will sound to indloato the timing haa been 
changed) . 

14) Release AFTEH < lighta «lll go out). 

15) Presa PLAI/STOP to start playing. 

16) Mote that the "shuffled" 1/S note feel has changed Oaok to 
the original "straight" 1/8 note feel. 

17) Press PLAY/aTOP to stop playing. 

Continue e};perlmentlDg ulth rhythia pattern f1l by repeating the 
above steps, except this time, instead of seleoting E, try B^C^P, 
or Fp Although the "E" setting is a mathemstlcally perfect 
shuffle (all notes fall On perfect 1/B note triplets), many 
people find that the "D" or "C settings have a better "feel," 

As stated earlier, It is also possible to adjust the tinins of 
the 1/16 notes. The following example will demonstrate this by 
changing pre-set i2i from a "straight" 1/16 note feel to a 
"shuffled" 1/16 note feel, and back again: 

1) LlnnDruiD should not be recording or playing. 

2) Select rhythm pattern #21 by typing 2, I. 
i) Press PLAY/STOP to start playing. 

H) Listen to the "atralsht" 1/16 note feel. 

5) Press PLAY/STOP to stop playing. 

6) Hold down AFTEB (the "A" and "1/16" lights will go on), 

7) Press the button below C (the "C" light will go on, and a 
"beep" vill sound to indicate that the timing has been 
changed. 

B) Release AFTER (lights will go out). 

3) Presa PLAVSTOP to atart playing. 

ID) Notice that the "straight" 1/16 note feel has changed to a 
"Shuffled" 1/16 note feel, 

11) Press PLAT/STOP to stop playing, 

12) Hold down AFTER <the "C" and "1/16" lights will go on). 

13) Presa the button directly balou A (the "A" light will go on, 
and a "beep" will sound to indicate the timing ha^ been 
changed) , 

H) Release AFTER (lights will go out), 

15) Press PLAY/STOP to start playing, 

16) Notice that the "shuffled" 1/16 note feal has changed back to 
the "straight" 1/16 note feel, 

17) Press PLAY/STOP to stop playing. 

Continue experimenting with rhythm pattern #£1 hy repeating tha 
above steps, except this time, Instead of selecting "C," try "B," 
"D," "0," or "F." Although the "A" setting produces 

iDathematlcally perfect 1/16 notes, many people find that the "B" 
or "C" settings have a better "feel". 

The tlTTjing and error correct settings will change from one rhythm 
pattern to another. This is because they are acting as a "read- 
out" of the settings which were used to create that particular 

pattern. By listening to a pattern, then examining its timing 
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setting, you will soon be able to Judge wKich timing setting (*- 
F) will produae the "feel" you uaot for a particular song. 
aoTE: OccaalonalljTT yoa nay find that you Hsnt to change the 
timing of the 1/a notes in a particular pattern, but since EPKOB 
COBRECT displays 1/16, AFIEfi ulll only affect the 1/56 notes. 
When this happens; 

1) Change the error correct setting to "1/8" (uhlle Holaing CEBOg 
COBRECT, press the button belou 1/S). 

2) Enter the desired timlna setting using "AFTER" (uhlle holding 
AFTER, press the button directly belou the desired tlnlnn 
setting, *-F), 

NOTE: If a rhythn pattern displays an error correct setting of 

1/(11 (entries moved to the nearest 1/8 triplet), the tlBIna 

functions will not operate, since the rules on which they operate 
do not apply to 1/B note triplets. 

Whenever a timing Betting lA-FI Is changed using the »FT£I 
button, the function of error correct Is also modified. From 
that point on, any additional recording on the selected rhythm 
pattern ulll play back on tne new timing setting. Instead of 
your errors being corrected to the nearest "perfect" !/fi or 1/16 
notes, they will be moved to "shuffled" 1/8 or 1/16 notes, 
according to the timing setting unieh was last selected. This 
insures that all overdubs on a particular rhythm pattern will 
have the same "feel." 

Occasionally, it is desirable to have different Instruments 
Playing different "feala" (timing settings) on the sane rhythm 
pattern. For example, to simulate the effect of many 

perGusaloniBta with varied stales playing together, yeu might 
want the hihat 1/16 notes to have a timing setting of 'J," the 
cabasa 1/16 notes to have a timing setting "B", and the 
tambourine 1/16 notes to have a setting of "C." This can be 
achieved by the use of the BEFORE function. Like AFTER, entering 
a tilting setting while holding BEFORE will cause error correct to 
"move" future drum entries on to 'shuffled' 1/8 or 1/16 notes 
according to the selected timing: setting. However, BEFORE has no 
effect on the existing rhythm pattern. The advantage of BEFORE 
is that you needn't change the feel of an eilstlng rhythiD part to 
overdub a new part with a different feel. The following eiample 
will demonstrate the BEFORE function to create a rhythm pattern 
with different feels (timing settings) for the hlhat, eabaaa, and 
tambourine; ' ' 

1) Enter record mode on a blank rhythm pattern by holding RECORD, 
and pressing FLAT/STOP, (the "1/16" and "A" lights will go 

2) Enter 1/16 notes on the hihat for the full two measures 

3) While holding BEFORE, press the button directly below B (the 
"B" light will come on). 

U) Overdub 1/16 notes on the cabasa for the full two measures. 
bS, f- "°^<""E BEFORE, press the button directly below c (The 
"t" light will go on) . ■ 
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6) Overdub 1/16 m^t^s on the tanbourine for the full two 
oi^aBures, While llftening back, you i^ill notice that each of 
the Instmraerta haa a slightly different feel. While this 
effect ia very intereating, moat people will find the AFTEB 
function far more useful than the BEFORE function. 

COHSTRUCTIHG SHJiSS. 

A "aong" in the LlTinDruin is simply a list of rhythm patterns to 
he played in sequence, one after another. For example, one 
rliythm pattern iQigtit contain an Intro, another could be a i^erse 
rhythn, another a chorus ,., etc ,. The song "steps" through the 
different secticnST one at a time. To construct a song: 

1) Becord soiae patterns to be used as stepa In a song (Intro, 
verse, fills, chorus, etc), 

2) Enter SOi(0 mode (press the SONG/PATTERH to light the LED next 
J'^ to SONG) . The row of buttons that facilitates error 

correction, tining, copy, erase and record (in PATTEHM modej 
is no« activated for those fimctlohs printed aCifliE the buttons 
having to do ulth the asserablage of song material. The 
STE?#/?rtEM display will how be lit, and display "0." 

3) Write down a list of patterns to be entered, in the desired 
order. Then hold down ENTER, and type in the list In precisely 
the same order. Note that after each two-digit pattern number 
is entered, the STEPf/lHEH display autanatically Increments by 
one, indicating the number of the step you have Just filled. 
Up to 99 patterns (or steps) miay he entered. 

t) After the last pattern has been entered, hold down ENTER, and 
press END. This terminates the song smi deletes any pre- 
existing Steps srter the laat one you entered. Mhtn tfila 
"end" step is reached during playback of the song, LinnDrum 
will immediately repeat the song, starting at step H. For 
eAample, If four patterns are entered In order as a song, and 
ENTER and EKD are subsequently pressed, only the first four 
steps utll be played, and they uill be repeated In the same 
/^ order until stopped. It is possible, however, to change to a 

mode in which all songs automatically stop after the last 
step entered. To do this, hold SOMGI, and press END (a "beep" 
will sound). Your unit will stay tn this mode until the sane 
buton sequence is pressed again, or if pouer is turned off. 

Caution: If ENTER and END are not pressed upon completing the 
entry of all steps in the song, LinnDrum will continue to play 

previously programmed ateps beyond those you have just 
entered. fly pressing ENTER and END, all programs beyond the 
last one you have entered are deleted. 

5) To play any song, LinnDrum must always be in SONG mode. 
Press FLil/STOP to play a aong . Press again to atop. 
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FnTTTf^n if|£ sous 

Wtien in SOBC Dode, thf PBITEEH*- display Bluays shous the oontentE 
of the displayed STEP*. To exanjine^a higher or lower atep 

nuiDber, presE < (lousr) or > iniaher). Tapping these 

buttons once Incressea or decreases the display by one step; 
holding theD down scans many steps as though tt^e buttons were 
tapped repeatedly. 



IF lOU WiMT TO CHANGE THE COJUEMTS OF « STEP FBOH QBE PATTEHN TO 

ANOTHER (OB TO COBRECT AM ESBOIiEOUS EHTBYJ: 

1) Use the <**_ and > buttons to locate the step Just before 

the one you wish to change. 

^) Type In the preferred two-digit pattern number. The STEPf 
display will Increjuent by one^ Indicating that the appropriate 
pattern number has been placed in the proper step. 

For e:iample: To change the contents of step (15 from pattern fi\ 

*11 to pattern #21: Use < and ) buttons to locate step 

»H. Type 2,1, The STEPI display will increment by one, 
Indicating that the pattern number has been entered Into the 
proper step, #15. 



STEP*: 



12 13 11 15 16 17 



BEFORE CHANGE: 11 
AFTER CHANGE: 11 



12 

1^ 



13 11 15 16 
13 21 15 16 



TO INSERT A STEP BETWEEN TUO EXISTING SONG STEPS: 

(This function inserts a new pattern in the middle of a song and 

moves all steps located above the insertion point up by one). 

1J Use the <— « and -.--> buttons to locate the lower of the two 

already existing steps. 
2) While holding IKSEBT, type the number of the pattern to be 

Inserted. A 'beep^ will sound to verify insertion. 

For example: To insert pattern §2^ between step tS (which 

contains pattern 117) and step #9 (which contains pattern 

t2\), use the < and > buttons to find step »8. While 

holding INSEBT, type 2,^. A "beep" will sound. Step 19 now 
contains pattern #24, and the previous contents of step #9 
(pattern #31) no« resides In step #10. All higher steps have 
also been noved up one position. 



STEP*; 



7 8 9 10 11 12 13 
16 17 21 22 23 21 25 
16 17 24 21 22 23 24 



BEFOBE INSERT: 
AFTER INSERTING 
NEW PATTERN I : 
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TO DELETE A STEP? 

(In deletlna a step from a aong, the gap left by the aeletlon la 

autonatically closed by aiovijig all hlgJier steps down by one). 

1J Use < and — »-> buttons to locate tbe step number to be 

deleted. 
Si Preaa DELBTE. A ibeep" «111 sound, Indicating that the 

conterta of the dlaplayed step number have been deleted, and 

all higher nunhered steps been inoved down by one to close the 

Bap. 

For eiaDplc: To delete the contents of step fZ (containing 

pattern #13), use the < and > buttons to locate #i. 

Press DELETE <a "beep" will sound). rtote that the PATTEfrNi 
display now reads 14, which has been moved down from atop 9^. 
All higher steps have also be^n moved down by one. 

STEP I: ; 2 3 'J 5 6 7 



BEFORE DELETE: 


11 


12 


n 


iii 


15 


16 


17 


AFTER DELETE: 


11 


12 


10 


15 


16 


17 


1H 



ACCESSING OTHER S0HG5: 

So far, we have described building and editing one song. There 
is a capability, however, of 49 songs that can be held In 
programmed incrDoryT each containing Its own set of 99 steps. 
Songs are numbered exactly like rhythm patterns. To see which 
song is currently being used, (in "song" node) hold the SONGI 
button down. The STEPf/lHBH display indicatea the aone number you 
are now in. To change to s different song number, continue 
holding down SOMG#, and type In the number of the song you want 
to access. The song number you enter will remain current until 
changed or until power is turned off and on again. LinnDnJiu 
reverts to song '11^ whenever pouer is turned on. 

FLAIIHG A SOHG BEGINNING FROM AHV STEP: 

Normally, when PLAY/STOP is pressed In "aonfi" mode, the song 
starts playing from step #1, Ic is possible, howeverT to begin 
playing a song from any step within the song. 

1) Uae < — - and — -> to locate the desired atarting step number. 
£) Hold down INSERT, then press PLAT/STOP. 
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C^SS^TI E TIFF STORjtp E 

Ttila feHture pernlta using an ordinary cassette recorder afl an 
Biternal memorj for temporarily storing any data proBromnied Into 
LlnnDrum. The actual drum sounds of rhythm patterns are not 
being stored; rather, it Is an electronic aignsl which contains s 
coded rtpresentatlon of the rhythm pattern and Bona data 
programmed Into UnnDrum. This allows a vast library of rhythm 
patterns and songs— far greater than LinnDrum's large internal 
memory— to be oomplled for later re-loaa as needed. It also 
permits data to be transferred from one LinnDrom 10 another. 

To use this feature, you will need a cassette recorder with the 
following features: 

1) GOOD OUBLITY. Beware of cheap units— they make very poor data 

recorders . 
3) SC POWEflED. Battery power causes speed variations which will 

cause tape errors. ^ 

3) MOmiOR DUTPITT, EXTEBBAL EPEJKEH OUTPUT, or HEADPHONE OUTPUT. 

Line level output Is not adequate. 
1) BLriLT-IK mCROPHOKE. So data can be verbally identified. 

5) BUILT-IN SPEAKER. So that data on the cassette can be easily 
found. ■' 

6) IllPE COUNTER. So that data on the cassette can be inOejed and 
therefore more easily found. 

7) AUXILIAflY or BADIO INPITT. Unlta with NIC Input only are not 
adequate. 

Me recoainend the followltiK cassette recorder for its consistent 
performance; 

„ , RecOHDended 

,, «"= Model Retail Price Playback Volunw 

1) Superscope C-Z02LP tl20.00 l|-6 

We strongly recojimend that you purchase one of these units, keep 
the heads clean, use only high quality tape, and use It for no ». ■ 
other purpose. Remenber: this Is to be an eiternal memory for a " 
highly sophisticated piece of equipment. 

HOOKIMO UP THE CASSETTE RECOSDEH: 

Yott will need two quality patchcords with a J/U' male phone plua 
on one end, and a l/fl" male mini-phone plug on the other. Don't 
use adaptors — they are not reliable. 

1) Connect a patchcord from LinnDrum's CASSETTE OUT Jaok to the 
recorder's *UI IM or RADIO IM jaol:. Recorders ulth Kie IN 
only are not adequate. 

2) Connect a patchcord from LlnnDrum's CASSETTE IN jack to the 
OUl'"-a*r^ H0"TOH OUT or EXTERNAL SPEAKER OUT or HEADPHONE 

3) Set the cassette's playback level within the reconmended 
setting (see preceding chart). If you are not using one of 
the reoomnended units, set the playback level at halfway. 
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1) Set the oasaette's tone to "FJI." 

5) Activate the recorder's lautomatlG" record level. If it 
doesn't have this feature, set the recording level to D DB, 
To cfluse LinnDrum Co enit Its cassette tone, press STORE, 
After the level la set, stop the tone by pressing PLAY/STOP. 

TAPE STOBAGE PROCEDURE: 

IJ Select one of the two TDodea of storase described; 

A) STOPE EVERTTHINGt This mode stores all data proaramined into 
LiEinDrum, The disadvantage of this mode is that, uhen 
recorded, it will replace any data which existed in 
LliinDruni at the time of recording. To create a "Store 
Everything" tape, LinnDrura must be In PATTERN mode 
("pattern" ilght is onj, 

B) STORE £OHG: This mode Is used uhen it is desired to store 
only the currently selected sofiB- The list of steps in the 
song is stored, as well as all rhythm patterns which occur 
In the song. To atore one pattern only, simply type it in 
as step ^^ in one of the ^9 songs, then store that song. 
To create a "Store Song" tape, LlnnDrun oiust be in "aorg" 
mode (SONG light is on> . 

2) Insert a blank cassette tn the recorder and rewind. 

3) Using the recorder's irjlcrophone , record a short verbal 
identification of the data which is to follow, 

U) Put the cassette machine into record made. 

5) Wait six seconds for the leader to pass and for the tape to 
settle. 

6) Press STORE on LinnDrum, 

7) Halt for "atore" liabt to gc off. 

6) Pewind cassette to beginning of data tone (listen to speaker). 

9) The cassette nuat now be verified to insure that it will load 
successfully at a later time. To enter "verify* node, press 
STORE and LOAD simultaneously. 

10) Put cassette into play mode. 

11) If "store" and "load" lights begin blinking on and off, this 
indicates a verify error. First stop the blinking by 
pressing PLAY/STOP. Then, repeat from step #8 above. If the 
error persists, read "Eliminating Tape Errors" and repeat 
from step IS, If stiJl no luck, start again from step 11, 

12) If "store" and "load" lights go off (and stay off), thin 
indlcBtfls a successful verify. You're finished, 

LOADING A "STORE EVERYTKIM- TAPE: 

No setup is required on LinnDrum, Caution: Once tape data is 

loaded in, previously existing contents in the LinnDrum memory is 
replaced , 

1) Locate the start of the data tone on cassette tape. 

2) Press LOAU on LinnDrum, 
3J Play the cassette, 

"l) If the "load" light starts blinking, this indicates a tape 
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error. First, stop the blinking by pressing PLAI/ETOP, then 
repeat the load procedure frooi step Jl. If the error 
peraists, read "Ellrainatlng T^pe Errors," and repeat from step 

5) If the "load" iifiht goes out, the load waa Eucceasful. 

LOADIMQ A SONG TAPE: 

Loading a "Store Song' tape won't cause any data to 6e erased, 
but Hill change its locations in LinnDrujE. Since a song consists 
of random comblnationa of rhyttim patterns. If tbese patterns were 
to be loaded into their original pattern nuiBbers, they might 
replace some new patterns unioh existed In LinnDrum at the time 
of loading. Once LinnDrum recagnizes that it's loading a "Store 
Song" tape, H moves all eiistlng rhythm patterns into the louest 
available pattern numbers, olearing the higher numbers for the 
new song (the contents of any eilsting songs are changed to 
natch). The rhythm patterns In the neu song will load starting 
at the first blank pattern number; the Bong (the list of steps) 
will load Into the selected song number; and all the steps will 
be re-numbered to match the pattern numbers. When the song 
playa, it will be aisctly as before it was stored to tape except 
the pattern numbers will be different. 

11 Select the song number to he loaded Into. The tape will load 
Into the current song number. 

a) Locate the start of the data tone on the cassette. 

3) Press LOAD on LinnDrum. 

1) Press PLAY on the cassette. 

51 If the pattern number display starts blinking, this Indicates 
that there Is not enough free memory In LinnDrum to load the 
song tape. First, stop the blinking by pressing PLAl/STOP, 
tnsn Brase acms rhythm patterns or sQhgs to provide more free 
memory. Mow repeat from procedure step #1. 

61 If the "load" light starts blinking, a tape error has 
occurred. First, stop the blinking by pressing PLAY/StOP, 
then read "Eliminating Tape Errors" and repeat from procedure 
step (1 . 

71 If the -load" light goes out, the load was succeasful. Plav 
the song by pressing PLII/SIOP. 

ELIMIMTING TAPE ESBORS: 

The following are possible causes of tape errors: 

1) The connecting patchcords are faulty, or not connected 
properly. 

3) The playback volume Is too low, or too high. Listen to data 
tone through the cassette speaker. It should be as loud as 
possible without distorting. To set It most accurately, do 
the following: When LOAD Is first pressed to enter "load" 
mode, continue to hold LOAD down. Nou. play cassette. (s 
long as LOAD IS held doun, the cassette's output will play 
through to the LinnDrum's inlier output. Set the playback 
level to the lowest position at which the tone sounds clear 
then increase it about IpJ, 
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3> The tape heads are dirty. 

J]) The tape itself Is bad, 

5) TYit cassette recorder is faulty, or I5 of inferior qiielity. 

6) The record level was too high, or too low (should be DB or 
use "autonatio" record level) . 

7) The tone should be set to full. 

tl) The cassette machine Is running orJ batteries Instead of AC. 

NOTE: Any tape function may be Stopped at any tima by pressing 
PLAY/ STOP. 
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It Is possible to osrsrdub thie LlmDrura in ajnc to a pre-recorded 

multi-track master tape provided that: 

IJ LiniiDrujn uas used to record the rtaster tape. 

2) LinnDrum's sync tone was recorded on its own tract: durinn the 
reeordlna to the master tape. 

The process of aynclrg to tape Is actually two operations; 

1) Pecordina ttje original part and aync track. 
?) Overdubbing LinnDrum to the original recording. 

To record original LinnDrum part and s/nc tone: 

1) The EXT. SYNC light should bs off (if not, press EXT, ayNC) 

2) Connect SIKC OUT jack to the line input of the conaole! 
assigned to its own track, bypassing noise reduction. 

3) Prepare drum parts for original recording (this is usually 
simply one rhythm pattern repeating, used as a 'guide track" 
for the musician to play to. 

1) Set record level of sync track to -3 DB by pressing PL*Y/3T0P 
(LinnDrum ulll only emit its sync tone uliile playing). Press 
It again to atop. 

5) Put multi-track machine into record. 

6) Halt s seconds. 

7) Press PLil/STOP to start LinnDrum playing. 

8) Record LinnDrum as long as you like, then stop it. 

The original master drum track and sync track are now coDpletad. 
lou may now overdub the other instruments. Once they are added, 
It may nou be eaaier to construct the final 'song" on LinnDrum, 
and overdub it to the tape. 

lo overdub LinnDrum to the original master recording! 

1) Prepare the "song" to be overdubbed (intro, changlno parts. 

transltiona, fills, etc.). b b i' •'■■', 

£> Connect the output of the muitl-track's syne track to smc IN 

on LinnDrum. 
3) Rewind the multi-track to about 5 seconds before aync tone 

starts [where you originally pressed record). 
0) Press EIT. SIKC on LinnDrum I light will go on). 

5) Put the multi-track machine into play. 

6) Press PLAT/STOP ILinnDrum will start playing at exaotly the 
same point the original drum track started playing, and remain 
in sync throughout the song). 

The SYHC IN Jack may also be ueed, if desired, to drive LinnDrum 
from an eiternal tempo source. The tempo source must be a pulse 
waveform with IB pulses for each I/I note LinnDrum plays. 
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EEAB ? fttT.L THnlTF^^'^i''''''i'T5 

TRIOGER IMPUTS: ^ , 

These five inputs may be used with drum Ejnthesiier control pads 
{3i.eH as SYVDBUH pada) or virtually sny auOio source to remotely 
trigger any of the di-uoi Buttons. The normal asaignient of the 
trifiE^r inputs is: 

II Snare 

2) Tom (Kidl 

3) Ton (Lou) 
Hi BiiSe 

5) Crash 

Houever, any input may be re-aaslgned to any drum. To remotely 
trigeer one of these drums, connect s control pad to tbe dfsired 
triEser input tfor example, snare Js input 11), and play the pad. 
These inputs are nul pressure sensitive; whether yog play the pad 
hard or soft produces the same volume. Therp is a sensitivity 
adjustment for each of the five CriBRer Inputs, uhlch may need 
adjustment depending on what you are using to trigger LlnnDrum. 
If the adjustment is set too high (clockwise), LinnDrun may 
falsely trigger on background noise or may double-trigger when 
the pad is struck hard. If the adjustment is set too low 
{oounterclockuisel , a soft stroke of the pad will not be enough 
to trlRger LinnDrum, The adjustment may be made with a small 
blade screwdriver by inserting it into the small hole next to the 
trigger input jack. 

To re-assign a trigger input to a different drum button: 

1> Hold down the drum button you wish the trigger input to play, 

2) Play the drum pad connected to the desired trigger inpvt. 

3) Release the drum button. Playing the pad egain will ao^ 
autOTliatlcally play the drum button which was held 
down. This assignment will remain until re-asslgned, Oh 
until power is turned on again. 

Since these inputs accept any audio input, a valuable application 
is restoring poorly recorded drum trades. For example, to "fii" 
a poorly recorded snare track, plug the tape recorder's output 
into trigger input fl (normally assigned to snare). Whenever the 
poorly recorded snare plays from the tape, it will trigger the 
LinnDrum's anare, which may be recorded on a separate track. 

TBIGCER OUTPUT: 

This output provides a 5 volt trigger pulse, used for 

synchronization to oKternal sequencers or synthesizers. It may 

be programmed EC output pulses on every 1/3 note, 1/B note 
triplet, 1/16 note, 1/16 note triplet, 1/32 note, or 1/3? note 
triplet. In addition, it may be programmed to output a pulse . 
every time the cowbell plays. The l/lfc note setting is 

automatically selected when LinnDruTD is first turned on. 
To display the current trigger output setting, press BPH/TEIOCER. 
The current setting is Indicated by one of the lights in the 
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error correct section. For exanple, If 1/16 ia lit, thlfl meana a 
trigger pulse will be outpiitteil on every 1/16 note of mualc 
LlnnDruH plays. If HI la lit, a pulae uill be uutputtetl on every 
1/51 note triplet. If all seven lights are off, thia neana a 
pulse uill only ba outputted whenever the cowbell playa. (Note 
that pressing BFH/TRIGGEP also oauaes the tempo aettlng to be 
diaplayed In the rumerie displays — thia Is a dual function 
button) . 

To chants to a different trlas^f output setting: 

13 Hold down BPN/TBICGEtf t the error Gorrect lights will display 
the current trigger setting), 

2) Preaa the button directly below the desired TRIGGER OUTPUT 
jetting (use the seven error correct aettinga). To select 
the node in which a pulae is i^utputted every time the caubell 
plays^ preas the cowbell (be sure percussion mode is on). To 
select T/6tl note triplets, presa the button directly belou HI, 
The newly aelected setting light fc'lll go on, indicating the 
aettlng is changed, 

3) Release the BPM/TRIGGEB button (the error correct lights will 
return to their original state). 

One popular uae of the trigger output ia to enable a synthesizer 
to play constant 1/16 notes in aync with LinnDrum, To do this, 
connect LinnDrum's THiGCEB OUT to the synthesizers GATE IN, Set 
up B faat attack, long release bass sound, for example. When you 
play LinnDrum, the aynthesizer will automatically play 1/16 notes 
in sync. Playing the keyboarcl wJJl determine the pitch only. 
For another Interesting effect, change the trigger setting to 
cowbell, and program a cowbell pattern into the current rhythm 
pattern. When it playa back, the synthesized basa sound will 
play Whenever the cowbell plays. 

The trigger output may also be used to step an external 
sequencer. If your sequencer requires 1/16 note steps, set 
TBIGGEH OUT to T/l6j for 1/32 notes, set it to 1/B^, etc. Kote: 
sone sequencers require a high frequency pulae waveform which ia 
a multiple of all note values. The HI setting fl/61 note 
tripleta — 2J| pulses per 1/U notej may be used for this. If 
higher resolution Is required^ use the TAPE SYNC OUT jack. It 
outputs a 0-5 volt E>C pulae waveform with 18 pulses for every 1/4 
note LinnDrum plays, 

AUDIO OUTPUTS: 

Individual outputs are provided for each of the 1^ drums (plus 

the recording click), as well as stereo pixer outputs left and 

right. 

COJJTHOL VOLTAGE iHPuH^* 

These inputs will accept a control voltage of 0-5 volta DC to 
remotely control the pitch of: 1) the snare and aldestick snare; 
and 2) the toins ancl congas. A typical application woulcL be the 
use of a control voltage pedal to sweep the pitch of the tons. 
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REMOTE PLAY/STOP: 

rtiis jack aci^epts a norTTjally open, momentBry contact foot switch. 
When pressed, the foot switch will duplicate the function of the 

PLflyySTDP switch. 

cHj^fif^THC nnuH SPUHDS 

The digital recordings of drums in LlrtnDnin are aontalned in 
integrated circuits, or "chips," inside the chassis. The 
recordingE used in LlnnDrum were selected based on drum sounds 
conmonly found in popular music,. Houever, beoaufle people have 
different tastes, alternate drum sound "chips" may he purchased, 
Dade from a variety of drum recordings. To hear the chips that 
are available, a sample recording ("Alternate Drum Sound Chips") 
may be purchased from Linh Electronics, or heard at your local 
dealer. Once you have made your selectionts) : 

1) You must purchase a CHANGEABLE SOCKET froai your dealer. 

(This Is a special socJtet which allows you to change druBi 

sound chips yourself) . 
2} Your dealer will install the CHANGEABLE SOCKET and instruct 

you as to how the chips nay be changed. 
3) You may now purchase the desired drum sound chip and install 

It yourself, keeping the stock chip to be used when its sound 

is desired. 

If the sound you want is not one found on the alternate sounds 
recording, custom chips can be made fron tape recordings. 
Contact Linn Electrohlca for details. 



POMER REOUIREMENTS: 90-135 «olts AC. 

Internally suitchafele to 180-270 volts AC. 

SIZE: 11 5/6" X £?■« X 4 V^" 

HEIGHT: 22 LBS. 
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LIWITEP H/RBAHTY 

Linn Electronics, Inc. will repair^ free of charge, any LlnnDrun 
that, in our opinion ^ is dsfeotlve in materials end/ or 
VJOrkraanship , and has not been subjected to abuse, for a period of 
ore year from date of purchase. This warranty la iaaued to the 
Original purohaser only, is non-transferable, and is subject to 
ttie following conditions: 

1) Ttic customer must call tila dealer to establish that the 
LinnDran is definitely malfunctioning. If the dealer cannot 
determine this, the customer must cell Linn Electronics, Inc, 
for the same reason. 

2} In the event that factory analysis is determined necessary, 
the oustojDer uill be retiuested to return the nalfunotioninB 
unit In the original shipping carton (or Anvil-type road 
case) , prepaid, to: 

Linn ELECTBOHICa, INC- 

i8t^d oknapd street 
tarzaka ca 91355 

TELEPHONE: t5T3l 70a-&131 
ATTENTlorJ: LinnDrum Service 

3J The cuBtomer must have returned the warranty reeistritlon 
sheet to Linn EJeetronlca at the time of purchase or {less 
prefersbly) provide proof of purchase (uith date of ptirohaae) 
as welJ as a detailed description of the problenls). Include 
a return street address (no post office boxes) for return via 
UPS regular ground tranaportcition. All units deemed out of 
warranty will he returned C,0,D, for parts, labor and shipping 
charges , 

This warranty is VOID if, in the Opinion of Linn Electronios: 

A) The product Is modified in any manner, 

3) The product has been repaired or serviced by anyone other than 

authorized dealers or repair stations licensed by the 

manufacturer. 
C) The product Is damaged because of not being properly 

InA tailed, maintained or operated in aooordance with the 

Instructions contained in thi& boo>Xet, 

Under no oircumstances shall th^ manufacturer be liable for any 
loss or damage, direct or conaeQuential, arising out of the use 
of, or Inability to use, this product. 
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Linn Electronics, Inc. 
18720 Oxnard Street 

Tarzana, California 91556 
(213)708-8131 



